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ABSTRACT 
 
 
Educators need to constantly change their approach to teaching and learning, and find innovative ways to impart 
knowledge, especially in problematic fields such as finance. A board game as an educational tool is a novel idea, 
and has been used successfully in various business disciplines. This research uncovered the positive and negative 
affects of board game learning in an adult learning environment. A mixed methodology was used to determine 
participants’ mood states before and after a financial board game intervention. Before and after group interviews 
and the PANAS-test were conducted to determine similarities and differences in the two research streams. The 
results revealed a shift from a negative to a positive mood state using a board game for financial training.  
Keywords: Board game learning, adult education, mood states, financial training, PANAS-test. 
 
 
INTRODUCTION 
 
 
Kirkland and O’Riordan (2008:1) stipulate that academic curriculum designers are often tasked with designing 
programmes that bring the real world into the classroom, and engaging with learners with different experiences, 
learning styles and motivation levels. Pratt and Hahn (2016:10) further state that business schools are recognising 
the need to make courses relevant to students’ future employment and leadership by incorporating practical skills 
and knowledge. Future leadership in particular needs financial analysis and problem-solving skills. Business 
schools develop these skills through the design and implementation of innovative learning methods and pedagogy 
to educate adept students. These innovative learning methods have moved away from a traditional didactic model 
of instruction to a learner-centred model that places students in a more active role through which they learn by 
doing. Game-based learning (GBL) is one such method. Herro and Clark (2016) state that GBL has influenced 
the research agenda, as is evident from the large number of hubs focusing on designer games and simulation for 
the educator – such as Games+Learning+Society (www.gameslearningsociety.org), the Center for Games and 
Impact, and MIT Education Arcade. The aim of these interventions is to improve the learners’ decision-making 
skills and the effectiveness of their decisions in business operations (Poonnawat, Lehmann and Connolly, 
2015:439). Furthermore, the value of board game learning (BGL) to the learning environment allows learners to 
interact with a simulated setting that relates to a real working environment and learning outcomes.  
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BGL is categorised under GBL, which utilises play to stimulate and hold interest, and engage participants to teach 
the curriculum content (Sardone and Devlin-Scherer, 2016:215). GBL is supported by social learning theory 
(SLT), where participants learn by observing and interacting with others (Herro and Clarke, 2016; Kapp, 2017). 
GBL often involves behaviour that requires observing others, trying behaviour themselves and comparing 
outcomes of behaviour.  In GBL the participant enjoy learning the game while play is underway and experience 
sense of achievement when mastering an new concept or understanding the game better (Jorge and Sutton, 
2017:93). 
There have been various studies on GBL and the majority of game-related research focuses on design 
methodologies used, the effects of aspects such as demographic characteristics of the participants, the motivation 
of the participants, and the learning styles of the participants. These studies have centred mainly on computer-
based games (Ferguson and Olson, 2013; Kraten, 2015; Lucas and Sherry 2004). There is still a need to look 
deeper into the effect of BGL on the attitudes, feelings and emotions of participants in financial training to 
determine its relevance as a learning tool for adult learners with work experience in the field of study. To achieve 
this, a mixed method research design was used using pre- and post-group interviews, and pre- and post-Positive 
and Negative Affect Scales (PANAS) tests.  
This study has three objectives:  
(i) To determine the level of positive or negative feelings towards finance training before the board 
game intervention.  
(ii) To determine the level of positive or negative feelings towards finance training after the board game 
intervention.  
(iii) To identify whether differences can be observed between participants’ levels of positive and 
negative feelings before and after the board game intervention.  
This study was conducted among adult learners working in the retail industry who attended a professional 
development programme, which contained a financial board game simulation of a retail organisation as part of 
their employee development.  
As this study was conducted in a corporate environment with particular reference to employee development, it 
includes concepts of corporate training, employee training, job training and adult education within the concept of 
employee development. Also, for the purpose of this study, the attitudes, feelings and emotions of the participants 
are referred to as their mood states, as reflected in the title. 
The contribution of this paper should be seen in three ways:  
(1) theoretically, it provides a deeper understanding of participants’ mood states towards financial training 
utilising BGL, therefore contributing to the existing body of knowledge;  
(2) research-wise, it provides a research design, which in this case is a mix of qualitative and quantitative 
methodologies, to uncover and describe the board game participants’ mood states; and 
(3) practically, it provides a very successful and innovative learning intervention to develop employees’ 
financial skills.  
This introduction furnishes a general background to the research topic and is followed by a literature review on 
SLT, challenges in financial training, attitudes to learning interventions, and a board game as an educational tool. 
The research methodology is mixed and included two group interviews – pre- and post- board game intervention 
– using qualitative deductive content analysis and PANAS tests pre- and post-intervention, using SPSS24 for 
analysis. The results of the two methods were then compared for similarities and differences. This is followed by 
the presentation and discussion of results, ending with managerial implications and a conclusion. 
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THEORETICAL BACKGROUD 
 
 
The BGL used in this study as an educational tool is underpinned by SLT. In 1977, Albert Bandura did seminal 
research on SLT, and stated that it is based on the idea that we learn from our interactions with others in a social 
context (Smith and Berge, 2009). 
 
 
Social learning theory 
 
 
When learning takes place by interacting with, and observing others, the learning theory is social in nature. 
Observing peer learning and surrounding yourself with other people when learning adds another level of meaning 
and context to learning (Fujimoto, Fukuyama and Azami, 2015:204). SLT has four components: giving meaning 
to the learning; experiencing the learning by doing; the community of learning promoting a sense of belonging 
among learners; and the learning transforming a learner’s personal identity (Cubas, Da Costa, Malucelli, Nichiata, 
and Enembreck, 2015). 
SLT-based learning interventions require people to learn by witnessing what others do, reflecting on the apparent 
consequences of the experience by the people involved, considering what might happen in their own lives if they 
followed the other person’s behaviour, trying the behaviour themselves, comparing their experiences to what 
happened to the other people, and endorsing their belief in the new behaviour learned. SLT is best applied when 
the particular behaviour that needs to be taught is difficult to describe without being explained using 
demonstrations and/or modelling (Smith and Berge, 2009). Key to SLT is understanding how one’s actions can 
influence the environment or ability to act as an agent of change (Kelland, 2015), and the aim of financial 
education to non-financial specialists is often to make learners understand how their decisions influence the 
financial position of the organisation.  
 
 
Challenges in financial training 
 
 
Several studies have revealed that many business students who enrolled for accounting studies had various 
“negative” stereotypical perceptions of finance (Cohen and Hanno, 1993; Saudagaran, 1996). Furthermore, 
students enrolled in a non-accounting degree programme have been recognised as more likely to perform poorly 
in compulsory financial-based subjects (Goh and Scerri, 2016).  
Financial training requires students to build hierarchical knowledge that forms a chain, with each piece of 
information developed on previous knowledge. A conceptual block at any point in the chain of understanding may 
mean that the student is unable to progress any further, as learning stops (Hoadley and Muller, 2010). Traditional 
lectures may also create a situation of cognitive overload among students. Learners may become overwhelmed 
with all the new concepts they are trying to understand. If students are faced with too many concepts at once, this 
may result in a “cognitive overload” (Myers, 2016). Financial training has several challenges and teaching 
strategies need to be considered by trainers in this field. 
Some studies suggest that negative perceptions among students may be overcome by encouraging peer assistance 
among students, which is also supported by the SLT component of community that strengthens learning (Cubas 
et al., 2015). Educators can use group learning methods to influence students’ perceptions and performance in a 
financial subject, or they can use in-class simulations to develop deeper understandings of financial principles 
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(Phillips and Graeff, 2014).  Moreover, financial simulations are designed to provide a realistic opportunity to 
experience potential situations and decisions that learners may face in the workplace (Weidman and Coombs, 
2016:15). Even though, financial board games have been employed for many years to train financial principals, 
research on the topic is yet to show empirical evidence of the effect of the training on understanding and attitude 
of participants towards finance (Eckhaus, Klein and Kantor, 2017:44). 
 
 
Attitude towards adult learning interventions 
 
 
Many studies have shown the importance of attitude, motivation and interest as determining factors of quality and 
depth in learning (Hindi and Renninger, 2006; Maltese and Tai, 2011; Savelsbergh, Prins, Rietbergen, Fechner, 
Vaessen, Draijer and Bakker, 2016). It could be assumed that learners who feel positive towards learning 
interventions would perform better and retain more knowledge. However, a direct correlation between attitude 
and achievement has shown to be too weak in empirical studies to support such claims (Riemer and Scharder, 
2015; Singh, Granville and Dika, 2002). Nevertheless, learners’ attitudes directly impact the facilitators’ 
emotional stress, and in turn their job satisfaction and feeling of personal accomplishment, leading to the 
importance of attitudes towards the learning interventions employed (Jennings and Greenberg, 2009).  
Cross (1981) identified three barriers to lifelong learning: situational barriers (such as family and work 
responsibilities), dispositional barriers (like feelings towards the value of participating in the training), and 
institutional barriers (for example the cost of admission). Internal barriers have a strong influence on a learner’s 
willingness to participate in learning interventions, such as their confidence in writing exams. Therefore, these 
dispositional barriers in the form of negative attitudes towards the subject area, the learning intervention and the 
assessment methods used may lead to participants being unwilling to partake in learning interventions (Lavrijsen, 
and Nicaise, 2017). 
The determinants of performance in different disciplines seems to be influenced by multiple factors, including, 
but not limited to, the curriculum, teaching approach, methodology and other teaching innovations used 
(Savelsbergh et al., 2016). In educational research, attitude, interest and motivation have been identified as factors 
that influence effectiveness of learning, and so this study into the attitude towards learning interventions as 
attitudes are acquired and changed through experiences (Segrist, 2004). Nevertheless, the work of Fredrickson 
and Joiner (1998; 2003), and Fredrickson and Joiner (2002) suggests that positive emotions will result in higher 
levels of engagement and may facilitate positive change in individuals.  
 
 
Board games as innovative educational learning interventions 
 
 
The design and validation of simulations may be time-consuming. However, Ceschi, Dorofeeva and Sartori 
(2014:217) state that simulations provide advantages not found in exercises using discrete, static problems. First, 
they bridge the gap between the classroom and real world by providing experience with complex, evolving 
problems. Second, they reveal student misconceptions and understandings of the content. Third, and most 
important, they provide information on students’ problem-solving strategies (Gredler, 2004). Therefore, GBL can 
be useful for students as they acquire skills that may not otherwise be taught (Khan and Pearce, 2015:194). 
GLB provide many benefits including immediate feedback to participants and the opportunity for participants to 
mentor and coach each other during the process (Ahmed and Sutton, 2017:80). Riemer and Schrader (2015) 
measured the effect of a GBL experience on the attitude of participants towards entrepreneurship, and the 
simulations resulted in a positive shift, indicating that attitudes are measurable. Furthermore, the interactivity of 
BGL increases the effectives of this type of innovative learning intervention, as participants can modify and form 
the content of a facilitated environment in real time. Traditional education interventions may lack facilities needed 
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for interaction as they often require real working laboratories or simulated business environments to contact 
experiments where students can put theory into practice (Wojciechowski and Cellary, 2013). Practical learning 
experiences remain important for learners, as the real workplace requires them to make certain decisions and 
perform the task necessary for their role. When learners experience BGL, the learning is perceived as real-life 
practical experience rather than learning about theories alone, which has a positive effect on their attitude towards 
the intervention.  
Games have been included in most fields of study and, specifically board games, have been used as educational 
tools for many years (Hawkinson, 2013:318). Games positively impact on students’ perceptions and improve their 
engagement in the learning process (Kirkland and O’Riordan, 2008:10). This supports the findings that innovative 
teaching methods may have a positive effect on learner attitudes and achievement levels (Savelsbergh et al., 
2016:168). However, research into mood states of participants engaging in financial education is insubstantial.   
 
 
METHODOLOGY 
 
 
To study adult learners’ mood states towards BGL, a simultaneous parallel mixed methodology was followed. 
The study was carried out at the University of Johannesburg in South Africa in 2016, among adult learners enrolled 
in a professional development programme specialising in retailing. At the time of the study, the participants were 
employed in the retail sector in various management positions. The programme included a theoretical module 
covering the basics of retail management, and a practical module consisting of a board game business simulation 
with a high financial content. The participants of the programme were nominated by their employers to participate 
in the programme. The correct ethical clearance was obtained to conduct the study. 
The concurrent use of qualitative and quantitative research methods allows for better interpretation of statistical 
data in the study (Jogulu and Pansiri, 2011:641). The use of mixed method designs is deemed appropriate for this 
study to gain better insight, and the acceptance of mix methods has grown in management research (Cameron and 
Molina-Azorin, 2011:264). 
 
 
Description of the board game used in this study  
 
 
The design of the board game rests on constructivist andragogy, which allows the participant to construct 
knowledge and draw on existing knowledge in an idiosyncratic way while working in a group. The study was 
carried out among retail store employees at various management and experience levels – that is, participants with 
prior experience in the retail industry. This financial board game is designed to be played in four to six groups of 
three to four members each. The teams receive a simulation board with various markers that represent the money 
(cash and debtors), non-current assets, liabilities (loans and creditors), staff and stock in the business, as well as 
workbooks.  
At the start of the board game, each team has a running retail concern with six retail outlets. The teams start at the 
same financial and market share position, select a name for their retailer and allocate the roles of marketing, 
operations, finance, human resources and general management to team members. The facilitator explains the 
business, decision-making processes and steps that need to be followed in the game. The facilitator provides the 
following services to the teams: supplier of market research, stock and banking services. Parameters are set for 
the facilitator to allow for fair negotiations, and teams have to consult with the facilitator as they would in real 
life for products and services.  
During round one of the first cycle, teams need to make market-related decisions, after which each team’s 
resolution is entered into a computer model and available market share is divided between the teams. The market 
6 
 
share is calculated by comparing teams’ product pricing, stock levels, promotional spend and customer service 
levels.  
In the second round of the first cycle, the teams are tasked with clearing remaining stock and paying expenses 
due. Next, they must complete financial statements and conduct a performance analysis, calculating the key 
performance indicators (KPIs) of their retail enterprises. The teams’ results are compared and the facilitator guides 
the groups in understanding the KPIs. The teams discover which decisions resulted in positive performance and 
which had a negative impact.  
In round three, the facilitator guides the learning of real business finance in the game by taking a retail 
organisation’s published financials and assisting students in interpreting the key numbers.  
The second cycle starts with the teams following the same business process as in the first cycle, allowing the 
teams to change their decision-making based on what was learned during the previous cycle. Again, the teams’ 
financial results are compared. The facilitator’s role is to guide the teams’ reflection so that they can discover the 
impact of their decisions. At this point, the board game ends and the teams’ performances are ranked to determine 
the final results of the teams. 
 
 
Description of the qualitative methodology 
 
 
This study used a descriptive design, working through text with a deductively formulated category system, and 
used the deductive content analysis procedural model of Mayring (2014:96), as illustrated in Figure 1. 
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Figure 1: Procedural model of research methodology followed 
 
Source: Mayring (2014:96) 
Step 1 – Research question. Formulate a clear research question and describe the theoretical background. The 
theoretical underpinning must fit the ongoing deduction. For this study, the research aim is “to study the effect of 
board game learning on adult learners’ mood states towards financial training”. Step 1 is covered in the 
introduction and literature review sections. 
Step 2 – Definition of categories. The research question has to be operationalised into categories or research 
aspects taken to the sample. The state of the research subject and previous studies on the topic must be analysed 
to get a theoretical foundation. Not all categories may be found in literature, but these have to be grounded with 
theoretical arguments. For this study, the research objectives are to determine the following aspects of the issue: 
the level of positive and negative feelings of participants’ pre- and post- board game intervention. Step 2 is covered 
in the introduction and literature review sections, and in the recorded and transcribed group interviews – the text. 
The research objectives formed the group interview protocol. The pre-group interview participants were randomly 
selected from a list of employees enrolled in development programmes, while the post-group respondents were 
randomly selected from the employees who had successfully completed the board game. There were 10 
participants in each of the two interviews. The units of analysis were the recorded and transcribed interviews.  
Step 7
Analysis, category frequencies and contingencies interpretation
Step 6
Final working through of material
Step 5
Revision of the categories and coding guidelines after 10‐50% of the material
Step 4
Material run through, preliminary codings, adding of anchor examples and 
coding rules
Step 3
Definition of the coding guideline ( definitions, anchor examples and coding 
rules)
Step 2
Definition of the category system (main categories and subcategories) from 
theory 
Step 1
Research question, theoretical background
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Step 3 – Coding guidelines. The various categories – in this case, the research objectives – are defined and 
explained to ease text coding. Coding guidelines and rules are set. This step is needed to ease the matching of text 
to categories.  
Step 4 – Coding. The text is read and relevant sections coded. Text that matches the category definition is coded 
and recorded. When text is found that is unclear or does not match the categories accurately, a new coding rule 
should be considered.  
Step 5 – Revision. This step is done after 10% to 50% of the text has been coded. The coding rules and category 
definitions are checked. 
Step 6 – Final work through. The text is worked through and coded into categories. 
Step 7 – Analysis. Frequencies of codes are statistically analysed. 
 
 
Description of quantitative methodology  
 
 
A census was conducted as all participants completed the questionnaire. A pre- and post-board game questionnaire 
was obtained from each participant and submitted for analysis.  
The questionnaire used the PANAS from Watson, Clark and Tellegen (1988). The pre- and post-questionnaires 
included the PANAS, and the introduction wording of the pre-questionnaire was adapted to reflect that the 
respondents have to indicate their emotions pre-intervention. Similarly, the post-intervention questionnaire was 
changed for participants to report their emotions after the intervention. The pre-PANAS tests were done to 
determine the baseline of mood states before the board game intervention. 
The PANAS is a Likert-type scale developed to measure 20 mood states – 10 positive affect (PA) and 10 negative 
(NA). Participants rate each item from 1 to 5, where 1 represents “very slightly”, and 5 “extremely”. The items 
are summed to produce a score for PA and NA. PANAS has been widely used, and the reliability and validity of 
the scales have been tested in various studies since the design of the scale (Watson et al., 1988) 
The pre- and post-questionnaires produced 66 usable responses. The quantitative data was analysed using SPSS24. 
 
 
RESULTS AND FINDINGS 
 
 
Qualitative results 
 
 
The views in this section have been derived from the analysis of the group interview research material and are 
formulated to reflect the main themes identified. The two group interviews, with direct quotations from 
participants, will be distinguished by referring to Group 1 and Group 2.  
Concerning feelings and emotions prior to the board game intervention, negative mood states were mentioned. 
The majority of the participants were unsure and even a little scared of the board game, with a member from 
Group 1 stating, “I feel very unsure what to expect, I know there is finance involved and it’s not my strong point”; 
while a participant from Group 2 said, “I must admit I am excited for the board game, but also scared at the same 
time.” Some other mood states mentioned include anxious and insecure.  
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After the board game, the participants were more vocal and at ease, and positive mood states were mentioned. On 
the issue of feeling and emotions post-board game intervention, the majority of participants were extremely 
excited and many positive themes emerged and together with a better understanding of finance. A group 1 
participant asserted: “It’s such a relief to know that I completed this, I feel a sense of achievement.” A second 
group 1 member stated: “I understand finance much better.” Group 2 member: “This made me more interested in 
finance now.” Another group 2 affirmed: “I learned that capital investment is much better than money in the 
bank.” 
The respondents had a far more positive mood state after the board game and were impressed that the activity 
taught them more about finance in the retail business environment. A group 1 member said, “Doing it practically 
gave me the bigger picture”; while a group 2 participant shared, “I now understand finance and how to run a 
business better.”  
 
 
Quantitative results 
 
 
The majority of the respondents were male, representing 53% of the population. Most of the respondents (75.8%) 
were older than 31 years old, and 68.2% had more than five years’ retail experience. Lastly, 74.2% had a senior 
certificate or matric as their highest academic qualification. 
Table 1: Reliability test  
PRE-GBL  POST-GBL  
Scales Items N Cronbach 
alpha 
Α 
Mean inter 
item 
correlation 
n Cronbach 
alpha 
α 
Mean inter-
item 
correlation 
PA 10 65 0.869 0.395 65 0.873 0.419 
NA 10 64 0.804 0.346 65 0.918 0.537 
 
Established and previously validated scales by Watson et al. (1998) and Wells, Leavitt and McConville (1971) 
were used for measuring respondents’ attitudes. Even though the study has a low number of participants, the 
results in Table 1 indicate that scales had fair internal consistency reliability, as the Cronbach’s alpha values were 
all above 0.7, supported by the inter-item correlation within the optimal range of 0.2 to 0.4 (Pallant, 2013:96). 
Table 2: Descriptive statistics for PANAS  
 PRE-GBL POST-BGL 
PA Mean Standard 
deviation 
Mean Standard  
deviation 
Proud 4.48 0.793 4.65 0.644 
Interested 4.42 0.766 4.83 0.414 
Attentive 4.20 0.845 4.62 0.678 
Determined 4.18 0.927 4.73    0.570 
Excited 4.14 0.910 4.71 0.602 
Inspired 4.14 0.892 4.89 0.310 
Active 4.05 0.849 4.64 0.572 
Enthusiastic 4.00 0.992 4.62 0.627 
Strong 3.98 0.984 4.53 0.749 
Alert 3.79 0.886 4.59 0.554 
Overall  4.131 6.015 4.667 4.015 
NA Mean Standard 
deviation
Mean Standard 
deviation 
Nervous 2.20 1.112 1.18 0.610 
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Scared 2.14 1.175 1.14 0.496 
Afraid 1.83 1.017 1.20 0.565 
Distressed 1.74 0.900 1.12 0.451 
Jittery 1.68 0.979 1.25 0.751 
Hostile 1.22 0.548 1.18 0.583 
Irritable 1.22 0.545 1.09 0.384 
Upset 1.17 0.543 1.12 0.484 
Ashamed 1.15 0.533 1.17 0.547 
Guilty 1.06 0.390 1.15 0.565 
Overall 1.547 4.970 1.162 4.190 
 
The results indicate that participants’ overall positive attitudes improved from a mean of 4.131 (SD = 6.015) pre-
BGL to a mean of 4.667 (SD = 4.015) post-BGL. The largest reported shift of 0.75 was for the participants feeling 
inspired after the BGL. The overall mean for negative attitudes reported was 1.547 (SD = 4.970) prior to BGL, 
which reduced to 1.162 (SD = 4.190) after the intervention. The two negative items that showed the greatest 
reduction post-BGL included “nervous” (M = 1.18; SD = 0.610) and “scared” (M = 1.14; SD = 0.496). The two 
items that showed the greatest increase post-BGL included “interested” (M = 4.83; SD = 0.414) and “inspired” 
(M = 4.89; SD = 0.310). 
 
Results of paired sample test 
 
A paired sample t-test was used to evaluate the impact of BGL on participants’ attitudes towards finance, as the 
study’s objective included measuring respondents on the same scale at two different times (Pallant, 2011:105). 
There was a statistical significant difference between the pre-PA (M = 4.14; SD=) and post-PA scores (M = 4.68; 
SD =), t (7.40) = 65 p < 0.0005 (two-tailed). There was also a significant difference between the pre-NA (M = 
1.54; SD =) and the post-NA (M = 1.16; SD =) scores, t (5.19) = 64 p < 0.0005 (two-tailed). The mean increase 
of PA score was 0.54 with a 95% confidence interval ranging from 0.69 to 0.40, and the mean decrease of NA 
scores was 0.38 with a 95% confidence interval ranging from 0.23 to 0.52. The eta-squared statistic for PA was 
0.015, and 0.016 for NA, proposing a small effect size in both instances (Cohen, 1988:284-287).   
 
DISCUSSION 
 
Similarities and differences 
 
The two research streams, namely qualitative and quantitative, were done simultaneously. The results validate 
each other as similar results were obtained. This study seeks to: determine the level of positive or negative feelings 
towards finance training before the board game intervention; determine the level of positive or negative feelings 
towards finance training after the board game intervention; and identify whether differences can be observed 
between participants’ levels of positive and negative feelings before and after the board game intervention.   
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Both methods brought forward negative feelings of nervousness and that of being scared. During the focus groups, 
students mentioned these two mood states and this is also evident in the PANAS test where these emotions 
featured the highest score pre-board game, thus confirming the findings of Cohen and Hanno (1993), and 
Saudagaran (1996), who found that participants had negative views towards finance prior to training interventions. 
The respondents had a negative disposition as they were unsure about their ability to perform what was required 
during the learning intervention and how they would be assessed, which supports the findings of Lavrijsen and 
Nicaise (2017). 
After the board game, both streams identified positive feelings of inspiration and interest. In the post-PANAS test, 
these two mood states received the highest score. In the focus groups, the students felt a sense of achievement and 
a general understanding of finances. This ties in with the findings of Khan and Pearce (2015), who state that 
playing games can be useful for students as they acquire skills that may not be taught otherwise. Avramenko 
(2011:357) asserts that games are effective in improving quantitative skills. Leger (2006:12) agrees, saying that 
the analysis of participants’ financial results after a game is enlightening regarding the learning process involved. 
All of the participants felt that they had gained a better understanding of finance after the board game. A member 
from roup 1 said: “I was reluctant to make decisions and scared to execute them, but now that I understand business 
better, my decision making is easier and I’m always anxious to see if they work.” A group 2 member revealed: 
“Yes, I understand each department better, even HR, and how they are working.” Business simulation games help 
participants be mindful of the interrelatedness of the main business functions: marketing, operations, HR and 
finance (Avramenko, 2011:361). Games also improve participants’ understanding of essential management 
elements. 
Concerning PA, the results of the paired sample test show: the means indicate that there was an increase in positive 
moods after the intervention. Looking at the same means, there was a decrease in the NA, indicating that the 
intervention had a positive effect on creating positive mood states towards financial training. 
In summary, the findings from the participants’ feedback were overwhelmingly positive and encouraging. The 
board game had a positive effect on the respondents’ mood states as they felt that their finance skills had improved. 
Playing a board game with a high financial content as part of an employee development programme curriculum 
practically or by experiencing the workplace in the form of a board game has moved participants’ mood states to 
a far more positive feeling. The BGL method increased employees’ overall confidence level in this study, and in 
making business decisions. The employees also felt that their expectations from playing a board game were 
exceeded, as they could see the bigger picture of the business they were employed in and not only that of their 
specific discipline, as is the case with subject-specific lectures. 
This finding confirms the research of Treher (2011:6), who found that board games demonstrate a greater 
understanding of business. This is corroborated by a Celemi client’s testimony: “I can now see the bigger picture”. 
Therefore, this supports the relevance of the BGL intervention together with the quantitative results that show the 
participants had extensive retail experience.  
 
CONCLUSION AND MANAGERIAL IMPLICATIONS 
 
The aim of this research paper was to explore how innovative learning interventions, such as BGL, may influence 
the mood state of adult learners in financial training, and make recommendations to management. BGL grounded 
in SLT is an example of how an innovative learning intervention permits participants to learn financial skills while 
making decisions (doing) or learning from others’ mistakes (observing). BGL affords skills normally thought to 
be difficult to obtain in traditional classroom setting, and learners learn while having fun, which stimulates a 
positive attitude. 
12 
 
Learners’ attitudes towards learning interventions not only influence their own participation and performance, but 
those around them and the facilitator’s emotional stress in turn. The study showed a positive shift in participants’ 
moods after the BGL in the challenging field of financial training. This positive shift reduces the internal barriers 
learners may have when embarking on adult learning, which in the interim may improve the learning experience 
and the effectiveness of the training. When management consider training interventions, the content as well as the 
training method need to enable the participant to have a positive learning experience – especially in areas such as 
financial training, where cognitive blocks are more likely to occur in individuals who feel overwhelmed. Some 
people will enter training with a negative predisposition to learning or the subject area, and BGL may be an 
effective tool to overcome this attitude.  
Limitations of the study include that the research was done among adult learners who work in the retail industry 
in South Africa, and therefore was not representative of all adult learners. These students received different levels 
of financial training at school and/or in the workplace prior to the intervention, and so their pre-perceptions of 
finance were formed based on their different experiences. The BGL used in the study was financially based, and 
participants’ emotions related to their feelings to finance and their abilities to perform in the intervention. 
Managers should consider using a board game to impart financial learning. This method provides valuable insights 
into the world of finance and students are generally enjoying this teaching aid.  
 
FUTURE RESEACH 
 
The limitations of this study include the sample size and the specific industry sector. Future research could be 
conducted on a larger sample size and a different sector. A suggestion would be to conduct research on a pure 
financial module using a board game as the educational intervention.  
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